BIRTHRIGHT 


Wondrous item, very rare (requires attunement) 


When not attuned to, this waterproof document written in Celestial using glowing cyan ink seems to 
dictate an unknown being's right of birth, but many words and phrases on the document are missing. 
Once attuned to, references to the being use your name, and missing language fills in to grant you 
abilities pertaining to you specifically. While attuned to this item, you gain an effect depending on 
which class you took at 1st level: 


e Artificer: You can have two more infusions active at a time, and attuning to this item does not 
count against your maximum amount of attuned items. If you lose attunement to this item and 
have more infusions active than your maximum, you choose which infusions become inactive. 

e Barbarian: While you are raging, for each time that you take damage, your next melee 
weapon attack that hits deals an additional 2 damage. If your rage ends before you can deal this 
damage, the damage bonus is lost. 

e Bard: When a creature you can see or hear rolls a Bardic Inspiration die that you gave it and 
succeeds on the roll, you also gain a Bardic Inspiration die to use on one of your rolls. You can 
only have one Bardic Inspiration die at a time, and the die scales with your bard level as your 
Bardic Inspiration normally would. 

e Cleric: You gain one extra Channel Divinity option from another cleric domain. If the god you 
follow has more than one domain, you choose an option from another of their domains. If the 
god you follow only has one domain, work with your DM to choose an option from a domain 
that would be thematically appropriate for your character. 

e Druid: You can wild shape into beasts, dragons, monstrosities, oozes, and plants. Additionally, 
if you are not a Circle of the Moon druid, starting at 6th level you may wild shape into any such 
creature with a challenge rating as high as your druid level divided by 4, rounded down. 
Swimming speed and flying speed restrictions still apply. 

e Fighter: All Fighting Styles are more powerful, in addition to their normal effects. If you gain 
multiple Fighting Styles (e.g. through items, feats and/or multiclassing), their effects are all 
enhanced by this item. This item on its own does not grant additional Fighting Styles or allow 
you to change which one(s) you have. 

o Archery: You do not have disadvantage on ranged attacks as a result of standing within 5 
feet of a hostile creature. 

o Defense: While wearing armor, if you take the Attack action on your turn, you may forgo 
one of your attacks to gain the benefits of the Dodge action. 

o Dueling: The damage bonus given by this feature increases by 1, for a total of +3. 
Additionally, if wielding a melee weapon with the versatile property, you may always use the 
larger damage die, even if wielding the weapon in one hand. 

o Great Weapon Fighting: When rerolling a die with Great Weapon Fighting, instead of 
having to take the new roll, you reroll until you get something other than a 1 or 2. 

o Protection: When you use this reaction, in addition to imposing disadvantage on the attack 
roll, the target of the attack has their AC increased for that attack by an amount equal to the 
AC granted by your equipped shield. 


o Two-Weapon Fighting: When fighting with two weapons, you get to make two attacks 

with your bonus action rather than just one. 

Blind Fighting: Your blindsight range is increased by 20 feet. 

Interception: When you use this reaction, your proficiency bonus is doubled when 
determining the damage prevented. Additionally, if you are wielding a weapon with the 
reach property, you may use this reaction when someone within 10 feet of you is hit with an 
attack. 

o Superior Technique: You gain two superiority dice from this feature instead of one, and 
they are d8s, increasing to dios at your 10th level of fighter, and to d12s at your 18th level of 
fighter. 

o Thrown Weapon Fighting: While you are handling them, all melee weapons have the 
thrown (range 20/60) property if they don't already have the thrown property. If the weapon 
has the versatile property, use the larger die if the weapon is thrown with both hands. If the 
weapon has the heavy property, the throw attack is made with disadvantage. If the weapon 
has the reach property, the weapon’s normal and long range are effectively increased by 5 
feet. 

o Unarmed Fighting: Your unarmed strikes are treated as magical for the purpose of 
overcoming resistance or immunity to nonmagical attacks. Additionally, you gain a +3 bonus 
to attack and damage rolls with your unarmed strikes. 

o Blessed Warrior (if gained from multiclassing to paladin): You add your Charisma 
modifier when you deal damage with either of these two cantrips. 

o Druidic Warrior (if gained from multiclassing to ranger): During a short rest, you may 
recover expended spell slots with a combined level equal to or less than one quarter your 
ranger level (rounded up.) You can’t use this feature again until you finish a long rest. 

Monk: The AC granted by the monk’s Unarmored Defense is your Dexterity score + your 
Wisdom modifier, unless your Dexterity score is below 10. Additionally, when you use an 
ability that expends ki, roll a d6. If you roll 4 or higher, the ability uses half as many ki points 
as normal, rounded down. This can reduce the cost to 0, but you have to have the amount of ki 
points necessary to use the ability before you check to see if the cost is halved. 

Paladin: When you use Divine Sense, for each celestial, fiend, and undead you detect, you 
may choose to either force them to make a Wisdom saving throw against your spell save DC or 
become stunned until the end of your next turn, or grant them advantage on one attack roll, 
ability check, or saving throw of their choice that they make before the end of your next turn. 
Additionally, you gain advantage on one attack roll, ability check, or saving throw of your 
choice that you make before the end of your next turn, regardless of if you sense anything. 
Ranger: Favored Foe and hunter's mark do not require concentration, but you still only can 
have one of each active at a time. 

Rogue: Cunning Action also allows you to Dodge or Help as a bonus action. 

Sorcerer: You can spend 1 sorcery point to apply one more Metamagic option to a spell than 
you normally would be able to, in addition to the sorcery points that you spend on the 
additional Metamagic. (For example, a twinned quickened earthbind would cost 5 sorcery 
points.) 

Warlock: When you cast a cantrip that deals damage, you may also fire one eldritch blast 

beam as part of the same action. This beam may target the same creature or a different 

creature than the cantrip did, as long as the creature it targets is within eldritch blast’s range. If 


the cantrip you are casting is eldritch blast, this effectively results in you firing one more beam 
than normal. This beam is affected by any eldritch invocation that would normally affect 
eldritch blast, such as Agonizing Blast. 

e Wizard: You can prepare an additional amount of spells equal to your proficiency bonus. 
Additionally, you gain one extra spell slot for each spell level up to your Intelligence modifier 
(for example, if your Intelligence is 18, you gain one extra 1st, 2nd, 3rd, and 4th level spell slot.) 
You cannot gain spell slots for spell levels for which you cannot prepare wizard spells. 


DARK ARTS DAGGER 


Weapon (dagger), legendary (requires attunement) 


At the start of your turn, you may choose to spend your action, bonus action, and movement to 
perform a special attack with this jagged +3 dagger, briefly projecting a blackened, spectral version of 
yourself out of your body. Time is frozen for all but this spectral form as you direct its movement, and 
it may travel through other creatures’ squares or damage sources such as caltrops or a wall of fire 
with no ill effects, but cannot travel through solid objects. It may move up to twice your speed in 
whichever forms of movement are available to you, as if you had taken the Dash action. As it moves, 
any creature whose square it passes through is marked, and once this spectral form has used up as 
much of its movement as you wish, which must end in an unoccupied space, time starts again, and 
your body follows its exact path. While you follow this path, you cannot take damage, and cannot be 
prevented from continuing your movement. For every creature that was previously marked, you 
attack them once with this dagger. Each successful hit with this dagger along this path causes you to 
roll one additional damage die on the next hit along the path. When you reach the end of the path 
your spectral form took, the spectral form vanishes with a burst of dark energy in a 5-foot radius; each 
creature in the area other than you must make a DC 15 Constitution saving throw or take 1d6 necrotic 
damage for each creature you hit during your turn, or half as much on a success. You then 
immediately end your turn, and you cannot repeat this special attack on your next turn. 


SUCCUBUS STATUE 


Wondrous item, rare 


This Tiny, 20 lb black marble statuette of a batlike creature can be used as a replacement for the 
material components of find familiar, without being consumed. If you cast the spell in this way, you 
summon a special fiendish bat resembling the statuette. This creature has the statistics a bat familiar 
normally would, except it has a hit point maximum equal to twice your level. Surrounding the bat is a 
10-foot spherical aura of dim light. The attacks of you or any creatures friendly to you deal an extra 
1d8 necrotic damage while attacking from within the aura. Additionally, if a hostile creature starts its 
turn within this area or enters it for the first time on their turn, that creature takes 1d4 necrotic 


damage. If the familiar drops to 0 hit points, the aura disappears with it, and you may resummon it as 
you normally would with find familiar, still using the statuette as the material component. 


APOLLYON’S CROWN 


Wondrous item, rare 


This dark crown bears upon it five orbs, each the color of a different locust. While it is worn, upon 
rolling initiative, one locust of your choice will emerge from their respective orb and begin circling 
around your head. As a bonus action on one of your turns, you may direct the locust to charge into 
one enemy within 20 feet of you, destroying itself and dealing damage upon contact. The locusts, 
being magical, ignore resistance to piercing damage from nonmagical attacks. Each locust has a 
different effect: 

e Locust of War: This orange locust deals 2d6 piercing damage, and all creatures within 5 feet of 
the target (including the target) must make a DC 15 Dexterity saving throw, taking 4d6 fire 
damage on a failure or half as much on a success. 

e Locust of Pestilence: This green locust deals 2d6 piercing damage, and the target must make a 
DC 15 Constitution saving throw or gain the poisoned condition. While poisoned, at the end of 
each of the creature’s turns, it takes an additional 4d6 poison damage, and may repeat the 
saving throw. On a success, the effect ends. 

e Locust of Famine: This pale yellow locust deals 2d6 piercing damage, and the target must make 
a DC 15 Wisdom saving throw or become slow, as if affected by the slow spell. At the end of 
each of the creature’s turns, it may repeat the saving throw. On a success, the effect ends. 
Locust of Death: This black locust deals 2d6 piercing damage, and 5d6 necrotic damage. 
Locust of Conquest: When this white locust appears, roll 1d4+1; the locust immediately splits 
into that many locusts, all the same size as the original. These locusts deal 2d6 piercing damage 
each, and only one can charge per bonus action. 

Any locusts that were not used during the battle will linger until the next dawn, at which point they 
disappear. 

You usually may not summon a locust willingly; one only emerges when initiative is rolled. 
However, you may use an action to permanently crush one of the crown’s orbs, which instantly 
summons five locusts of the corresponding color, and prevents that type of locust from emerging from 
the crown again. If all five orbs are crushed, the crown loses its magic. 


VIBRANT BULB 


Wondrous item, rare 


This small glass bulb can be seen glowing a faint yellow. If all magic items on your person which allow 
you to expend charges have the maximum amount of charges they can hold, and all magic items on 
your person which allow you to use effects that may only be used once per day have not had those 


effects used today, this glow intensifies, and the glow encompasses your body as well. During this 
time, you gain the following benefits: your speed is increased by 5 feet, you gain a +1 bonus to attack 
and damage rolls, and you gain a +1 bonus to ability checks and saving throws. This bulb gives no 
benefits if you have no magic items on your person which possess charges or once per day effects. You 
do not need to be holding the bulb in your hand to gain its benefits; you merely need to have it in your 
possession. 


DIM BULB 


Wondrous item, very rare 


This small glass bulb seems to drain the light that enters it. If all magic items on your person which 
allow you to expend charges have o charges, and all magic items on your person which allow you to 
use effects that may only be used once per day can no longer use any of those effects today, this bulb 
generates a small aura of darkness around it, and the darkness coats your body as well. During this 
time, you gain the following benefits: your speed is increased by 10 feet, you gain a +2 bonus to attack 
and damage rolls, and you gain a +2 bonus to ability checks and saving throws. This bulb gives no 
benefits if you have no magic items on your person which possess charges or once per day effects. You 
do not need to be holding the bulb in your hand to gain its benefits; you merely need to have it in your 
possession. 


GUPPY’S COLLAR 


Wondrous item, very rare (requires attunement) 


While wearing this lavender collar, if an attack or effect would reduce you to o hit points or kill you, 
roll a d6. On a 4 or higher, you instead fall to 1 hit point. On a 3 or lower, the collar does nothing, and 
unless some other effect keeps you alive and conscious, it ceases to have any effect until the next 
dawn. If a similar effect such as death ward would occur automatically, that effect takes precedence 
over this collar, but for any similar effects such as a half-orc’s Relentless Endurance which the 
creature must choose to activate, this collar takes precedence. 


GUPPY’S PAW 


Wondrous item, very rare (requires attunement) 


While holding this severed cat’s paw, you may use a bonus action to temporarily reduce your current 
and maximum hit points by an amount equal to your level to gain an amount of temporary hit points 


equal to twice your level. You may repeat this process as many times as you wish, unless reducing 
your hit point maximum any further would result in your death. Any maximum hit points lost by this 
effect are restored when you finish a long rest. 


GUPPY’S EYE 


Wondrous item, uncommon (requires attunement) 


If you affix this cat’s eye stone to one of your eyes, you can passively see what is inside of any Large or 
smaller container, the surface of the container becoming slightly transparent to you. If something 
appearing to be a container is not a container, such as if it’s a mimic, you do not see through it at all. If 
the container is trapped, you can see the trap’s mechanism. 


While attuned to all three Guppy items at once, you undergo a strange transformation. You take on 
the form of a humanoid cat, showing signs of decay as if you have been dead for several days. You gain 
a flying speed equal to your walking speed and can hover. Additionally, whenever you hit a creature 
with an attack, a large blue fly emerges from your body and attempts to ram into the creature you just 
attacked. Roll a separate attack roll with the same attack bonus; this fly cannot get critical hits. The fly 
deals the same damage as your prior attack, but the damage type is bludgeoning, and overcomes 
resistance to bludgeoning damage from nonmagical attacks. Regardless of if it hits or misses, the fly 
then disappears. If you lose attunement to any of the Guppy items, the transformation immediately 
ends, returning you to your normal form. 


HOLY WAFER 


Wondrous item, legendary (requires attunement) 


This small disc of unleavened bread glows a faint blue, and seems too pure to attract mold. While it is 
on your person, any damage source that would deal more than 15 damage to you (after calculating any 
effects that would increase or reduce its damage, such as weakness, resistance, and saving throws) will 
instead deal 15 damage to you. 


BRIMSTONE 


Wondrous item, legendary (requires attunement) 


This black rock bearing the alchemical symbol of brimstone in a red glow grants you a special breath 
weapon as long as it is on your person. First, you must spend a bonus action at the beginning of your 
turn to start charging the beam; if you open your mouth while you are charging, such as to speak or 
drink a potion, the charge is immediately lost. If you maintain the charge until your next turn, you 
may use an action to fire a 5-foot-wide, 120-foot-long line of searing blood from your mouth. Each 
creature in the line must make a DC 17 Constitution saving throw, taking 8d6 necrotic damage on a 
failure, or half as much on a success. 

If you attune to two instances of this item at once, the beam is strengthened; the line becomes 
10 feet wide, the DC of the saving throw becomes 19, and creatures take 12d6 necrotic damage on a 
failure, or half as much on a success. 


ATHAME 


Weapon (dagger), rare (requires attunement) 


When you reduce a creature to 0 HP with this +1 dagger, roll a d4. On a 4, a burst of negative energy 
emits from that creature in a 10-foot sphere, dealing 4d8 necrotic damage to all creatures of your 
choice in that area. For every creature reduced to 0 HP by this necrotic damage, roll another d4 to see 
if they activate this effect as well. 


RUBBER CEMENT 


Wondrous item, uncommon 


This cement can be applied to a projectile as a bonus action. When firing that projectile, you can aim 
at a wall to have the attack ricochet off of that wall at the same angle it hit the wall at. It will continue 
ricocheting off of walls in this way until it enters a creature’s space or reaches its maximum range. 
Should it enter a creature’s space, you roll an attack to hit that creature. If the projectile enters the 
weapon’s long range in the process, you roll at disadvantage. There is enough cement in the jar to be 
applied to 50 pieces of ammunition. 


EYE OF BELIAL 


Wondrous item, very rare (requires attunement) 


This lens must be affixed to your left eye to gain its benefit. When you make a ranged weapon attack, 
regardless of if it hits or misses, the projectile continues traveling until it reaches the end of the 
weapon’s long range. If it passes into another creature’s square, make another attack roll to hit that 


target as well. If the projectile enters the weapon’s long range, make attack rolls with disadvantage as 
usual. For every creature this projectile hits, its next hit will roll one additional damage die, and you 
add 2 to each subsequent attack roll with it. 


LOST CONTACT 


Wondrous item, rare (requires attunement) 


While this contact is in one of your eyes, when you become the target of a ranged attack, you may use 
your reaction to make one attack roll against the projectile with a ranged weapon you are holding or a 
cantrip you know which makes a ranged spell attack. If your attack roll is equal to or greater than the 
attack roll of the attack targeting you, you halt the projectile’s momentum, negating the attack. If you 
are also using an eye of belial, its effect will apply as it normally does, treating the projectile you tried 
to attack as if it were a creature. If your projectile was coated in rubber cement, and you nullify the 
attack targeting you, you may use the same attack roll to target a creature of your choice in range of 
your weapon, as the projectile you fired bounces off of the projectile it hit. 


LENS OF TECHNOLOGY 


Wondrous item, very rare (requires attunement) 


While this strange steel machine is affixed to your left eye, when you attack with a ranged weapon, 
instead of rolling an attack roll, the projectile you fire turns into a 1-foot-wide, 80-foot-long line of red 
electricity. Each creature in the line must make a Dexterity saving throw, with a DC of 8 + your attack 
bonus with that weapon, taking an amount of lightning damage equal to the weapon’s damage on a 
failure. If the projectile you attempted to fire was coated in rubber cement, this line can ricochet off of 
a wall once, at the same angle it hit the wall at. 


HOLy LIGHT STONE 


Wondrous item, rare (requires attunement) 


This spherical black stone emitting a bright cyan light must be affixed to a weapon, as if a pommel. 
While the stone is attached, the weapon is considered magical. When an attack made with that 
weapon hits, in addition to its usual damage, roll a dio. On a 10, a column of light erupts from the 
point of contact. The target, and each hostile creature within a 5-foot-radius, 30-foot-high cylinder 
around the target takes 2d8 radiant damage. A fiend or undead instead takes 3d8 radiant damage 


from this light. If the weapon this stone is affixed to is a luck blade, this effect occurs on any roll of 6 
or higher on the d10. 


KNIFE OF THE MATRON 


Weapon (dagger), legendary (requires attunement) 


When this +3 dagger is thrown, rather than targeting a creature, you target a space up to 20 feet away 
from you that is not occupied or obstructed by a wall or a Medium or larger solid object, though it can 
be occupied or obstructed by any number of creatures. As the dagger travels to that space, you 
automatically roll to attack with it against any creature whose square it passes through. If a creature is 
large enough to take up multiple squares, you attack that creature for each square the dagger passes 
through. The damage the dagger deals when attacking is increased by 1d4 for every 5 feet it has 
traveled so far. Once it reaches the farthest point of the throw, you may attack a creature in that 
square one additional time, and then the knife turns around and travels back to you. On the return 
trip, the knife once again attacks any creatures it passes through, though it does not deal additional 
damage for the distance it has traveled. 

If you can make multiple attacks with the Attack action, you may throw this dagger once with 
each attack, though the dagger cannot travel more than 40 feet total in one turn, including the return 
trip. 


SPEAR OF DESTINY 


Weapon (spear), rare 


This +1 spear cannot be thrown; however, the first time you hit a creature with it on a turn, the target 
must make a DC 10 Wisdom saving throw or become frightened of you until the start of your next 
turn. A creature that has legendary actions cannot be frightened by this spear on consecutive turns. 


MEGA BLAST 


Wondrous item, legendary (requires attunement) 


While holding this severed demon head, if you have not taken any actions yet, you can use your action 
to cause it to fire a searing blood laser in a 20-foot-wide, 120-foot-long line from it. Each creature in 
the line must make a DC 20 Constitution saving throw, taking 20d6 necrotic damage on a failure, or 
half as much on a success. When this action is taken, you are pushed 10 feet away from the direction 
of the laser, and must make a DC 13 Strength saving throw or fall prone. Once this action is taken, you 


are forced to repeat it on your next two turns, and you cannot take any bonus actions or reactions on 
any of the three rounds it is active. Once its effect ends, this item cannot be used again until 3 days 
have passed. 


(Optional rule for the legendary items) 

Curse. This item is cursed. Any creature within 20 feet of it who sees it while it is not being 
worn or carried by a creature is immediately affected by the spell Otto’s irresistible dance, as a 
strange, unfamiliar form of music fills their mind. They may use an action to make a DC 14 Wisdom 
saving throw to break out, as usual. If a creature succeeds on this save, they are immune to this effect 
for the next 24 hours. 


